By Mark C. Caro 


Backstory 


The ashes after the Great War have all but settled in Eastern Europa. The land is starting to recover from the long conflict, 
but there is something in the air that is not right. Villagers across Europa have been having strange dreams; visions of a 
more horrific conflict than what was experienced during the Great War. Soon strange reports began to come in: horrific 
shadows haunt the night, hooded figures sulking in the shadowy allay ways, and otherworldly chanting of “Ia, Ia, Ph'nglui 
mglw'nafh Cthulhu R'lyeh wgah'nagl fhtagn!” coming from neighboring woods. To make matters worse, however, were 
sightings of strange half-creature half-mech things roaming the country side, attacking any and all the nations that 
encountered them. Only one man knew of what these horrors were, H.P. Lovecraft. “My good fellows, what we are facing 
is not but a prelude to what is to come next,” warned Lovecraft at a symposium some years prior to the current upheaval, 
“and I dare say that what we are dealing with is the cult of Cthulhu, and if we don't find the Necronomicon soon, nothing 
will stand in Cthulhu and his Starspawn's path to the extinction of mankind.” While dismissed as the ravings of a madman 
then, few can hardly ignore the fact that these “Starspawn of Cthulhu” and their master were in fact the same nameless 
horrors currently seen terrorizing the battlefield. The trouble was the Necronomicon is no where yet to be found, and 
Lovecraft had been kidnapped by mysterious strangers wearing hooded robes in the night...disappearing without a trace. 


Designers Note: The episodes in this campaign can be played either before the normal episodes of the Rise of Fenris or as 
a standalone campaign. It uses material from the Invaders from Afar and the Rise of Fenris Campaign rules (or if those are 
not available, use the simplified rules found in this Campaign). The Wind Gambit, however, is not used for the first episode 
of this campaign. The Wind Gambit may be used if the Episode allows. However, do not shuffle in the Cthulhu faction mat; 
it is unlocked later in this campaign. If used before the normal campaign, the winner Episode 3a of this campaign may use 
the Cthulhu faction mat at the start of the Rise of Fenris campaign, placing the faction home base tile on any unused faction 
home base. Otherwise, shuffle the Cthulhu faction in with the other faction mats if so desired before the Rise of Fenris 
campaign if Episode 3a was played, or if you are playing a normal game of Scythe, placing the faction's home base tile on 
any unused faction home base. Remember, Scythe only supports upwards of 7 players, so after all 7 players have drawn 
their faction mat, any unused faction mat returns to the box, and cannot be used until otherwise stated. 


Also, you can find suitable miniatures to play both Cthulhu and his Starspawn on the following links on thingiverse.com for 
you to 3d print. 


Star Horror (18mm) by dutchmogul for Cthuthu. 


Eldryn Bio-Drone (28mm) by dutchmogul for the Cthulhu faction mechs. 


Cultist can be represented by Culist (18mm) by dutchmogul 


To represent Lovecraft you can use Intrepid Dreamer (18mm) by dutchmogul 


These were the reason why I created this campaign and its rules, but these are just merely suggestions for representing the 
characters, cultists and mechs of this campaign; use whatever meets your desire. Any unused faction wooden tokens can be 
used to represent Cthulhu workers, upgrade cubes, recruitment tokens, the action token, and structures. 


Rules of the Campaign 
Each “episode” of this campaign allows players to experience an optional story line for Scythe and these games will reward 
players who adapt to the goals of the current episode, rather than simply following traditional paths to victory. 


Winning the Campaign 

The winner of the campaign is the winner of the final episode — culmination of the events and individual faction's 
improvements leading up to it. There is also a chance for some small bonuses to supplement the final score, which will be 
revealed as the campaign progresses. 

While you will accumulate wealth from game to game, it functions solely enhance your faction through optionally 
purchased Perks during the campaign (only coins earned during the final episode will impact the overall winner). At the end 
of the game, you will double your final coin total for either Episode 3a or 3b only. If using this campaign before the Rise of 
Fenris Campaign, the winner of this campaign can carry over their Wealth and any other benefits into that campaign. 


Campaign Details 
Faction Mats: Each player will use the same faction mat until the rules indicate otherwise. You will carry over on you 
Campaign log if/when you change factions. 
Player Mats: Just like in regular Scythe, randomly select new player mats every episode. 
End-Game Trigger: End-game triggers are the same as regular Scythe, unless otherwise noted under “Special Rules”. 
Wealth: After gaining coins from all scoring categories at the end of an episode, add your end-game coins to your total 
under the Wealth section of your Campaign Log. 

¢ Although Wealth carries over from game to game, it is rather a global resource rather than an in-game resource, so 

you will only start each episode with the coins listed on your player mat. 

¢ When you spend Wealth, cross out the old total an note the new total on you Campaign Log. 
Outcome: For each episode, there are outcome and reward sections. Do not read these until the episode ends. 
Rewards: Based on the mechanisms in each episode, players will often benefit from exploring different strategies and 
pursuing the goals presented to them by the episode's setup and modifications. These goals will yield a range of rewards. 
They're persistent (they'll carry over from game to game) and should be noted on your Campaign Log. 


Campaign Log 

Each player should use a piece of scrap paper as a Campaign Log to track their progress throughout the campaign. Each 
Campaign Log is to track everything, including Perks and reward from episodes. 

Victories: In the “Victories” section, tally each episode that you win during the campaign. 

Wealth: Use the “Wealth” section to track your Wealth over the course of the campaign, both income and expenditure. At 
the end of each game, add your coins (your final score for that episode) to the “Wealth” section. 


The Cthulhu Faction Mat 


Amphibious Luekin 


The Cthulhu Faction Home Base Tile 
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Episode Rewards 
Setup . — 1. Record the victory (if you won), stars, and coins 

1. Set up the game as usual, selecting/randomizing (your final score) on your Campaign Log. 
faction mats and randomizing player mats, but 2. Give each player $5 coins for each subdued cultist. 
without Factory cards. Do not use The Wind After gaining coins, add your total coins to your total 
Gambit expansion for this game. Wealth section: 

2. The following rules changes apply: 1. Although Wealth carries over from game to 
* No unit may occupy the Factory. game, it is a global resource rather than an in- 

3. Place 8 unused faction workers each on one random game resource, so you will only start each 
woods not adjacent to a players starting peninsula. If episode with the coins listed on your player mat. 
there are 7 players, then the use of lime green 3. The winner and those who subdued at least 3 cultist 
meeples can be used as a stand-ins. These are each receive an elder sign. 
cultist. : 4. The player with the fewest cultist subdued does not 

4. Draw one face up Combat card and place it next to receive an elder sign. 
the board. This is the starting Power of the cultist Tiebreaker: The player with least amount of coins 
units. Should there be more than 8 cultist on the does not get an elder sign. 
board, increase the cultist's Power by | per 5. If playing solo, you do not receive an elder sign if 
additional cultist past 8. you have few than 3 cultist on you faction mat. 

6. There are no special rewards for this game. 

7. Insolo and multiplayer Automa games, the 
Special Rules Automa(s) always gets an elder sign. If an Automa 
After each player turn, move each cultist one territory in the moves into combat with a cultist, the cultist is killed; 
neighborhood of the closest faction occupied territory without return the cultist token to the box. 


any combats. Should a cultist enter a territory with workers, Note: Keep track of your elder sign on a separate sheet of 
all but one worker retreats to the player's home base. The paper. This will be used to determine the outcome of Episode 
remaining worker is considered captured and converted to the 2. 

Cult of Cthulhu as an additional cultist unit (IA, IA)! Cultist Episode 2: In Search of Lovecraft 

are not blocked by rivers and may move onto lake territories. Reports are coming in that Lovecraft has made good on his 
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any other combat lose. Increase the cultist units' Power by 1. 


now roams the countryside. Time is running out, and only the immediately. 
Necronomicon can save humanity now. However, rumor has After each player turn, move each cultist one territory in the 
it that you and the cultist are not the only ones in pursuit of | neighborhood of the closest faction occupied territory without 


the Necronomicon; one of the other nations has a darker, any combats. Should a cultist enter a territory with workers, 
more sinister plot in mind for the Necronomicon, to rise Greatall but one worker retreats to the player's home base. The 
Cthulhu himself to rule the world. The race is on. remaining worker is considered captured and converted to the 
Cult of Cthulhu as an additional cultist unit (IA, IA)! Cultist 
Setup are not blocked by rivers and may move onto lake territories. 
1. Setup the game as usual, keeping previous faction Cultist do not use tunnels. 


mats and randomizing player mats. When one of your combat units (characters or mechs) moves 


2. You may play this episode with the airships and/or into a territory containing a cultist, initiate combat normally. 
the Doomsday Clock or Backup Plan resolution tiles I YOU LOSE COMBAT WITH A CULTIST: Treat it as 


from The Wind Gambit. any other combat lose. Increase the cultist units' Power by 1. 
3. Place 8 unused faction workers each on one random IF YOU WIN COMBAT WITH A CULTIST: A defeated 


woods not adjacent to a players starting peninsula. If Cultist is put on your player mat. You have successfully 


there are 7 players, then the use of lime green subdued the cultist. Do not put a star on Triumph Track for 

meeples can be used as a stand-ins. These are this combat. 

cultist. After all cultist have moved, the Cthulhu mech moves to the 
4. Place one Cthulhu mech on any territory not adjacentnearest Encounter token. When moving into a territory with 

to a territory with an Encounter token. an Encounter token, it immediately picks it up. The Cthulhu 


5. Draw one face up Combat card and place it next to mech is not blocked by rivers and may move onto lake 
the board. This is the starting Power of the cultist territories. The Cthulhu mech does not use tunnels. 


units and the Cthulhu mech. Should there be more _ If the Cthulhu mech enters a territory with an Encounter 
than 8 cultists on the board, increase the cultists', andtoken and an enemy (player controlled) mech, initiate combat 


the Cthulhu mech's, Power by | per additional cultist normally. 
past 8. IF YOU LOSE COMBAT WITH THE CTHULHU 


MECH: Treat it as any other combat lose. Increase the 
Cthulhu mech's Power by 1. 

IF YOU WIN COMBAT WITH THE CTHULHU MECH: 
The defeated Cthulhu mech does not gain the Encounter 
token (if applicable), and immediately retreats to where it 
started the game. 

The game immediately ends when either Lovecraft is found, a 
player places their 6" star on the triumph rack, or if the 
Cthulhu mech picks up 11 Encounter tokens. 


Special Rules 

¢ Whenever you have an Encounter, gain the token 
and place it on your faction mat. Encounter tokens 
are used to search for Lovecraft and the 
Necronomicon. 

¢ To find Lovecraft, a player must collect the 
following number of Encounter tokens, based on 
player count: 
Solo: 6 encounters 
2 players: 6 encounters 
3 players: 5 encounters 
4 players: 5 encounters 
5 players: 4 encounters 
6 players: 4 encounters 
7 players: 3 encounters 

¢ The first player to gain the number of Encounter 
tokens listed above takes the following steps. 
a. Discard all encounter tokens you have acquired. 
The game ends immediately. 
b. If you have an elder sign, you have saved 
Lovecraft. Begin Episode 3a immediately using the 
If Lovecraft was saved rules. 
c. If you do not have an elder sign, you have opened 
the Necronomicon and performed the dark rites 
necessary to rise Great Cthulhu, sacrificing 
Lovecraft in the process. Being Episode 3a 
immediately using the If Lovecraft was sacrificed 
tules. 
d. If the Cthulhu mech picks up 11 Encounter 
tokens, it has found Lovecraft and killed him. The 
game ends immediately. Begin Episode 3b Using Lovecraft in Games of Scythe 


Episode Rewards 

1. Record the victory (if you won), stars, and coins 
(your final score) on your Campaign Log. 

2. You gain $5 coins for each cultist removed from 
game. 

3. Ifyou saved Lovecraft, earn an additional $15 coins. 
You can use Lovecraft as an additional character in 
Episode 3a and in the Rise of Fenris Campaign (if 
used after Episode 3a). For rules for using Lovecraft, 
see below. 

4. Ifyou sacrificed Lovecraft because you had no elder 
sign, you Begin Episode 3a with the Cthulhu faction 
mat. 

5. Ifthe Cthulhu mech picks up all 11 Encounter 
tokens, all players lose -$5 coins. Begin Episode 3b. 

6. Insolo or Multiplayer Automa games, the Automa 
picks up Encounter tokens normally, but any gained 
by the Automa are simply lost. This does not count 
toward Encounter tokens picked up by the Cthulhu 
mech. 


Lovecraft is a character for all standard and special rules, 
with the following exceptions. 

¢ Lovecraft can have encounters, but does cannot 
claim factory cards. 
When moving to the Factory, Lovecraft can provide 
the following esoteric benefits usable once per game: 
o draw +1 combat card. This combat card can 
added to any other combat cards when in 
combat. 
Move | of your units from one territory to 
another territory, skipping all adjacent territories 
(in a straight line). 
+3 Power. 
+2 Popularity. 
Move | enemy combat unit away from 
territories adjacent to territories you occupy to 
any none adjacent territory, skipping all adjacent 
territories (in a straight line). 
Lovecraft's is not hindered by rivers, but cannot 
move into lakes. 


Episode 3a: A New Dawn Rising... 
If Lovecraft was saved: 
Having saved Lovecraft from the an untimely demise at the 
hands of the minions and machinations of the Cult of Cthulhu 
and the Starspawn, he is most gracious. “But we haven't 
much time now to tarry, I must get to the factory,” Lovecraft 
tells his rescuers, “there is an ancient shrine there where I can 
work to undo the dark magics of the cultist before it is too late 
and they summon Cthulhu from R'lyeh. Tesla doesn't even 
know it is there to begin with, but our enemies do. Hurry!” 


But no sooner than you mobilize your forces, the full might of 


the cult comes forth to hinder your efforts. It is now or never! 


Setup 
1. Setup the game as usual, keeping previous faction 

mats and randomizing player mats. 

You may play this episode with the airships and/or 

the Doomsday Clock or Backup Plan resolution tiles 

from The Wind Gambit. 

The winner of Episode 2 places Lovecraft on their 

home base. 

Place 4 Cthulhu mechs adjacent to the Factory. 

Place 8 unused faction workers each on one random 

woods not adjacent to a players starting peninsula. If 

there are 7 players, then the use of lime green 

meeples can be used as a stand-ins. These are 

cultist. 

Draw one face up Combat card and place it next to 

the board. This is the starting Power of the cultists, 

Cthulhu mechs, and Cthulhu. Should there be more 

than 8 cultists on the board, increase the cultists’, the 

Cthulhu mechs', and Cthulhu's Power by 1 per 

additional cultist past 8. 


2. 


Special Rules 


Lovecraft can only move closer to the Factory, and does not 


use his ability for moving into the Factory. He immediately 
retreats to the controlling player's home base if he enters 
combat with a Cthulhu mech. 

After each player turn, move each cultist one territory in the 
neighborhood of the closest faction occupied territory without 
any combats. Should a cultist enter a territory with workers, 
all but one worker retreats to the player's home base. The 
remaining worker is considered captured and converted to the 
Cult of Cthulhu as an additional cultist unit (IA, IA)! Cultist 
are not blocked by rivers and may move onto lake territories. 
Cultist do not use tunnels. 

When one of your combat units (characters or mechs) moves 
into a territory containing a cultist, initiate combat normally. 
IF YOU LOSE COMBAT WITH A CULTIST: Treat it as 
any other combat lose. Increase the cultist units' Power by 1. 
IF YOU WIN COMBAT WITH A CULTIST: A defeated 
cultist is put on your player mat. You have successfully 
subdued the cultist. Do not put a star on Triumph Track for 
this combat. 

After all cultist have moved, the Cthulhu mechs move to the 
nearest enemy occupied territory. The Cthulhu mechs are not 
blocked by rivers and may move onto lake territories. The 
Cthulhu mech does not use tunnels. 

IF YOU LOSE COMBAT WITH A CULTIST: Treat it as 
any other combat lose. Increase the Cthulhu mech units' 
Power by 1. 

All players are consider the enemy of Cthulhu mechs. 

The game ends immediately if Lovecraft remains in the 
Factory for 6 turns and is not in combat, or at the end of the 
8th turn, whichever comes first. 


Episode Rewards 

1. Record the victory (if you won), stars, and coins 
(your final score) on your Campaign Log. 

2. If Lovecraft was in the Factory at the end of 6 turns, 
the faction who owns him gets an extra $15 in coins. 

3. You receive $5 for each star on the Triumph Track. 

4. The winner is the one who has the most coins at end 
of game. 

5. If Lovecraft is not in the Factory after 6 turn and 8 
turns have elapsed, each player gets -$25. 

6. There are no special rewards for this game. 


If Lovecraft was sacrificed: 


Having shown themselves to be in league with the Cult of 
Cthulhu, the nation that sacrificed Lovecraft has risen 
Cthulhu from R'lyeh and shown themselves to be the actual 
Cult all along. Cthulhu now joins the battle for Eastern 
Europa. 


Setup 
1. Setup the game as usual, keeping previous faction 


mats and randomizing player mats. 


2. You may play this episode with the airships and/or 
the Doomsday Clock or Backup Plan resolution tiles 
from The Wind Gambit. 

3. The player who had no elder sign in Episode 2 


switch their previous faction mat for the Cthulhu 


faction mat found at the end of this document. any combats. Should a cultist enter a territory with workers, 
4. Place the Cthulhu faction home base tile on any all but one worker retreats to the player's home base. The 

unused faction home base. remaining worker is considered captured and converted to the 
Cult of Cthulhu as an additional cultist unit (IA, IA)! Cultist 
are not blocked by rivers and may move onto lake territories. 
Cultist do not use tunnels. 
When one of your combat units (characters or mechs) moves 
into a territory containing a cultist, initiate combat normally. 
IF YOU LOSE COMBAT WITH A CULTIST: Treat it as 
Episode Rewards any other combat lose. Increase the cultist units' Power by 1. 

; ; IF YOU WIN COMBAT WITH A CULTIST: A defeated 
* There ulead special rewards for this pale: cultist is put on your player mat. You have successfully 
* — The winner is the player with the most coins at end subdued the cultist. Do not put a star on Triumph Track for 


Special Rules 

The normal rules for Scythe apply. 

The game immediately ends when a player places their 6" star 
on the Triumph Track. 


of game. this combat. 
After all cultist have moved, the Cthulhu mech moves to the 
Episode 3b: A Grim Darkness nearest player controlled territory. The Cthulhu mechs are not 


blocked by rivers and may move onto lake territories. The 
Cthulhu mechs do not use tunnels. 

If the Cthulhu mech enters a territory with a player combat 
unit, initiate combat normally. 


one of the lakes. The nations of the world have banded to IF YOU LOSE COMBAT WITH THE CTHULHU 
together to try and fight for the chance to save the world MECH: Treat it as any other combat lose. Increase the 
against Cthulhu before all hope is lost. But not every nation Cthulhu mech’s Power by 1 , 


is willing to cooperate, and have turned against the fledgling IF YOU WIN COMBAT WITH THE CTHULHU MECH: 
alliance to stop Cthulhu, and now the war is on two fronts. A defeated Cthulhu mech is removed from play and returned 
to the box. 


Descends... 
The Cult of Cthulhu has arisen Great Cthulhu from R'lyeh. A 
foulness of eldritch taint fills the air as Cthulhu emerges from 


Setup ; After all Cthulhu mechs have moved, Cthulhu moves to the 
1. Setup the game as usual, keeping previous faction territory closest to the Factory. If defeated, place Cthulhu on 
mats and randomizing player mats. a random lake territory. Cthulhu is not blocked by rivers and 


2. You may play this episode with the airships and/or may move onto lake territories. He does not use tunnels. 
the Doomsday Clock oS Backup Plan resolution tiles [¢ the Cthulhu mech enters a territory with a player combat 
from The Wind Gambit. unit, initiate combat normally. 

3. Place 8 unused faction workers each on one random tf yQU LOSE COMBAT WITH CTHULHU: Treat it as 
woods not adjacent to a players starting peninsula. If any other combat lose. Increase the Cthulhu's Power by 1. 


there are 7 players, then the use of lime green IF YOU WIN COMBAT WITH CTHULHU: Cthulhu 

meeples can be used as a stand-ins. These are retreats to the nearest none player occupied territory. 

cultist. ; The game immediately ends if Cthulhu enters the Factory 
4. Place 4 Cthulhu mechs adjacent to the Factory. territory or when a player places their 6" star on the Triump 
5. Place Cthulhu on a random lake territory. Track. 


6. Draw one face up Combat card and place it next to 
the board. This is the starting Power of the cultist 
units, the Cthulhu mechs, and Cthulhu himself. 
Should there be more than 8 cultists on the board, 
increase the cultists', the Cthulhu mechs', and 
Cthulhu's Power by | per additional cultist past 8. 


Episode Rewards 
1. Record the victory (if you won), stars, and coins 
(your final score) on your Campaign Log. 
2. If Cthulhu enter the Factory each player gets -$25 


coins. 
3. The winner is the one who has the most coins at end 
Special Rules of game. 
After each player turn, move each cultist one territory in the 4. There are no special rewards for this game. 


neighborhood of the closest faction occupied territory without 


